













1. READ THE FOLLOWING TERMS AND CONDITIONS CAREFULLY BEFORE INSTALLING THE PROGRAM. THIS SOFTWARE LICENSE AGREEMENT IS A LEGAL AGREEMENT BETWEEN YOU (AN INDIVIDUAL OR A 
SINGLE ENTITY "YOU") ON ONE HAND, AND THQ INC. AND ITS SUBSIDIARIES AND AFFILIATES (COLLECTIVELY REFERRED TO AS "COMPANY") ON THE OTHER HAND, FOR THE SOFTWARE PRODUCT ENTITLED 
"DISNEY/PIXAR FINDING NEMO” WHICH INCLUDES COMPUTER SOFTWARE AND ANY ASSOCIATED MEDIA, PRINTED MATERIALS, AND/OR "ONLINE" OR ELECTRONIC DOCUMENTATION (TOGETHER CALLED THE 
"PROGRAM"). BY INSTALLING, COPYING, OR OTHERWISE USING THE PROGRAM (OR, IN THE EVENT YOU HAVE PURCHASED THE PROGRAM AS CONTAINED ON A CD-ROM, BY OPENING THE PACKAGING 
MATERIALS THEREOF), YOU ACKNOWLEDGE THAT YOU HAVE READ THIS SOFTWARE LICENSE AGREEMENT AND AGREE TO BE BOUND BY ITS TERMS. IF YOU DO NOT AGREE TO THE TERMS OFTHIS SOFTWARE 
LICENSE AGREEMENT, DO NOT INSTALL OR USE THE PROGRAM AND DELETE ALL COPIES IN YOUR POSSESSION. 

2. Company grants you a non-exclusive, non-transferable license to use the Program, but retains all property rights in the Program and all copies thereof. You may: (i) use the Program on any supported computer 
configuration, provided the Program is used on only one (1) such computer; and (ii) permanently transfer the Program and its documentation to another user provided you retain no copies and the recipient agrees to 
the terms of this Agreement. You may not transfer, distribute, rent, sub-license, or lease the Program or documentation, except as provided herein; or alter, modify, or adapt the Product or documentation, or any 
portions thereof. 

3. You acknowledge that the Program in source codeform remains a confidential trade secret of Company. You agree not to modify or attempt to reverse engineer, decompile, or disassemble the Program, except and 
only to the extent that such activity is expressly permitted by applicable law notwithstanding this limitation. 

4. OWNERSHIP: All right, title and interest and intellectual property rights in and to the Program (including but not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, 
catch phrases, locations, concepts, artwork, images, photographs, animations, video, sounds, audio-visual effects, music, musical compositions, text and ‘applets,’ incorporated into the Program), the accompanying 
printed materials, and any copies of the Program, are owned by Company or its licensors. This Agreement grants you no rights to use such content other than as part of the Program. All rights not expressly granted 
under this Agreement are reserved by Company. 

5. This Agreement is effective upon your installation of the Program and shall continue until revoked by Company or until you breach any term hereof; upon termination you agree to destroy or delete all copies of the 
Program in your possession. 

6. You shall not modify the Program or merge the Program into another computer program (except to the extent the Program is made to operate within a computer operating system and in connection with other 
computer programs) or create derivative works based upon the Program. 

7. The Program may not be downloaded or otherwise exported or re-exported into (or to a national or resident of) any country to which the U.S. has embargoed goods or to anyone on the U.S. Treasury Department list 
of Specially Designated Nationals or the U.S. Commerce Department's Table of Deny Orders. If you do not meet these criteria or are not sure, do not install the software and destroy any copies in your possession. If 
you live in such a country, no license is granted hereunder. 

8. You are responsible for assessing your own computer and the results to be obtained therefrom. YOU EXPRESSLY AGREE THAT USE OF THE PROGRAM IS AT YOUR SOLE RISK. THE PROGRAM IS PROVIDED ON AN 
"AS IS," "AS AVAILABLE" BASIS, UNLESS SUCH WARRANTIES ARE LEGALLY INCAPABLE OF EXCLUSION. COMPANY AND ITS LICENSORS DISCLAIM ALL WARRANTIES AND CONDITIONS, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION ANY IMPLIED WARRANTIES OR CONDITIONS OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, NON-INFRINGEMENT OF THIRD 
PARTY RIGHTS, AND THOSE ARISING FROM A COURSE OF DEALING OR USAGE OF TRADE, REGARDING THE PROGRAM. COMPANY AND ITS LICENSORS ASSUME NO RESPONSIBILITY FOR ANY DAMAGES 
SUFFERED BY YOU, INCLUDING, BUT NOT LIMITED TO, LOSS OF DATA, ITEMS OR OTHER MATERIALS FROM ERRORS OR OTHER MALFUNCTIONS CAUSED BY COMPANY, ITS LICENSORS, LICENSEE AND/OR 
SUBCONTRACTORS, OR BY YOUR OR ANY OTHER PARTICIPANT'S OWN ERRORS AND/OR OMISSIONS. Company and its licensors make no warranty with respect to any related software or hardware used or 
provided by Company in connection with the Program except as expressly set forth above. 

9. LIMITED CD-ROM WARRANTY: Notwithstanding anything to the contrary contained herein, and solely with respect to Programs distributed on CD-ROM, Company warrants to the original consumer purchaser of 
this Program on CD-ROM that the recording medium on which the Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found 
defective within 90 days of original purchase. Company agrees to replace, free of charge, any product discovered to be defective within such period upon its receipt of the product, postage paid, with proof of the 
date of purchase, as long as the Program is still being manufactured by Company. In the event that the Program is no longer available. Company retains the right to substitute a similar program of equal or greater 
value. This warranty is limited to the recording medium containing the Program as originally provided by Company and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be 
void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. To receive warranty service in the 
United States: Notify the THQ Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on the web at http://www.thq.com. If the THQ service technician is unable to solve 
the problem by phone or on the web via e-mail, the technician will authorize you to return the Product, at your risk of damage, freight and insurance prepaid by you, together with your dated sales slip or similar 
proof-of-purchase within the ninety (90) day warranty period to: THQ Inc., Customer Service Department, 27001 Agoura Road, Suite 325, Calabasas Hills, CA 91301. Company is not responsible for unauthorized 
returns of the Program and reserves the right to send such unauthorized returns back to customers. This warranty shall not be applicable and shall be void if: (a) the defect in the Program has arisen through abuse, 
unreasonable use, mistreatment or neglect; (b) the Program is used with computer software and hardware not meeting the minimum systems requirements for the Program; (c) the Program is used for commercial 
purposes (including rental); (d) the Program is modified or tampered with; or (e) the Program's serial number has been altered, defaced or removed. Company will replace defective media at no charge subject to 
the conditions set forth above. This is your sole and exclusive remedy for any breach of warranty. 

10. LIMITATION OF LIABILITY. YOU ACKNOWLEDGE AND AGREE THAT COMPANY AND ITS LICENSORS SHALL NOT ASSUME OR HAVE ANY LIABILITY FOR ANY ACTION BY COMPANY OR ITS CONTENT PROVIDERS, 
OTHER PARTICIPANTS OR OTHER LICENSORS WITH RESPECT TO CONDUCT, COMMUNICATION OR CONTENT OF THE PROGRAM. COMPANY AND ITS LICENSORS SHALL NOT BE LIABLE FOR ANY INDIRECT, 
INCIDENTAL, SPECIAL, PUNITIVE, EXEMPLARY, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ADVISED OFTHE POSSIBILITY OFSUCH DAMAGES. EXCEPT AS 
EXPRESSLY PROVIDED HEREIN, COMPANY'S AND ITS LICENSORS' ENTIRE LIABILITY TO YOU AND YOUR EXCLUSIVE REMEDY FOR ANY BREACH OFTHIS AGREEMENT IS LIMITED SOLELY TO THE TOTAL AMOUNT 
PAID BY YOU FOR THE PROGRAM, IF ANY. BECAUSE SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF LIABILITY FOR CERTAIN DAMAGES, IN SUCH STATES COMPANY'S AND ITS LICENSORS' 
LIABILITY IS LIMITED TO THE EXTENT PERMITTED BY LAW. 

11. INJUNCTION. Because Company would be irreparably damaged if the terms of this License Agreement were not specifically enforced, you agree that Company shall be entitled, without bond, other security or 
proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other remedies as Company may otherwise have under applicable laws. 

12. INDEMNITY. At Company's request you agree to defend, indemnify and hold harmless Company, its subsidiaries, affiliates, contractors, officers, directors, employees, agents, licensors, licensees, distributors, 
content providers, and other users of the Program, from all damages, losses, liabilities, claims and expenses, including attorneys' fees, arising directly or indirectly from your acts and omissions to act in using the 
Program pursuant to the terms of this License Agreement or any breach of this License Agreement by you. Company reserves the right, at its own expense, to assume the exclusive defense and control of any matter 
otherwise subject to indemnification by you hereunder, and in such event, you shall have no further obligation to provide indemnification for such matter. 

13. U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as "Commercial Computer Software" or "restricted computer 
software." Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer 
Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/Manufacturer is 
THQ Inc., 27001 Agoura Road, Suite 325, Calabasas Hills, CA 91301. 

14. TERMINATION. Without prejudice to any other rights of Company, this License Agreement and your right to use the Program may automatically terminate without notice from Company if you fail to comply with any 
provision of this Agreement or any terms and conditions associated with the Program. In such event, you must destroy all copies of this Program and all of its component parts. 

15. GENERAL PROVISIONS. You may not use, copy, modify, sublicense, rent, sell, assign or transfer the rights or obligations granted to you in this Agreement, except as expressly provided in this Agreement. Any 
assignment in violation of this Agreement is void, except that you may transfer your Program to another person provided that person accepts the terms of this License Agreement. If any provision of this Agreement 
is held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable, and such decision shall not affect the enforceability of: (i) such provision under 
other circumstances, or (ii) the remaining provisions hereof under all circumstances. Company's failure to enforce at any time any of the provisions of this Agreement shall in no way be construed to be a present or 
future waiver of such provisions, nor in any way affect the right of any party to enforce each and every such provision thereafter. The express waiver by Company of any provision, condition or requirement of this 
Agreement shall not constitute a waiver of any future obligation to comply with such provision, condition or requirement Notwithstanding anything else in this Agreement, no default, delay or failure to perform on 
the part of Company shall be considered a breach of this Agreement if such default, delay or failure to perform is shown to be due to causes beyond the reasonable control of Company. This Agreement shall be 
governed by the laws of the State of California and the United States without regard to its conflicts of laws rules and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles County, 
California. The United Nations Convention on Contracts for the International Sale of Goods shall not apply to this Agreement. This Agreement represents the complete agreement concerning this License Agreement 
between you and Company. 
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PC 

• Microsoft® Windows® 98/ME/XP/2000 

• Intel® Pentium® II processor running at 266 MHz (Pill 400 MHz recommended) 

• 64 MB RAM (128 MB RAM for Windows® XP/2000 users) 

• 160 MB free hard drive space 

• 8X CD-ROM Drive 

• Video card with at least 8 MB RAM 

• Microsoft® DirectX® 8.1 

• DirectX® compatible display capable of 800x600 resolution in 16-bit color 

• 16-bit Sound Blaster Compatible sound card 

• Microsoft® compatible mouse 

MAC 

• Mac OS X version 10.2 or later 

• G3 or G4 266 MHz or faster iMac, iBook, PowerBook, Power Macintosh 

• 128 MB RAM 

• 160 MB free hard drive space 

• 8X CD-ROM drive 

• 8MBVRAM 

• Thousands or millions of colors 
video display 

• QuickTime 







Windows 

1. Insert the Disney/Pixar Finding Nemo disc into your CD-ROM Drive. 

2. If you have AutoPlay enabled a screen will appear asking you if you want to 
install Finding Nemo. 

3. Select YES and follow the on-screen instructions. 



Macintosh 

1. Insert the Disney/Pixar Finding Nemo disc into your CD 

2. In the window that appears, double-click the Install Finding 
Installer icon. 

3. Follow the on-screen instructions. 


If AutoPlay is not enabled, select Start and then Run from the Win< 
Type d:\setup (d refers to your CD-ROM drive. If your CD-ROM 
type the appropriate drive letter.). Follow the instructions 
screen. 






If you ever would like to uninstall Disney/Pixar Finding Nemo, follow the 
instructions below for your type of operating system: 

Windows 

1. Go to the START Menu,and find the listing for Disney/Pixar Finding Nemo. 

2. One of the icons will read “Uninstall.” 

3. Select this option and follow the on-screen instructions. 

Macintosh 

1. Find the Disney/Pixar Finding Nemo folder on your hard drive (for OS X 
users, it will typically be in your Applications folder). 

2. Drag the Disney/Pixar Finding Nemo folder to the trash. 







Nemo is a clownfish attending his first day of school when a scuba diver captures 
him. Marlin, his father, chases frantically after the diver’s boat, but is unable to 
catch up. He runs headfirst into a forgetful fish named Dory, who helps Marlin 
while he is on his quest to find his son. 


In this adventure, you need to help Nemo and Marlin solve puzzles and win 
arcade-style games in order to reunite them.The game follows two separate 
storylines at the same time.You can jump back and forth between the two 
storylines at anytime, until Marlin and Nemo are reunited. 



Marlin and Dory set out on a hero’s journey to brave the perils of the ocean and 
find Nemo. Nemo’s story takes place in an aquarium at a dentist’s 
he must escape or become the next 
birthday present for the dentist’s 
niece, Darla. 


As the adventure progresses, you 
will be challenged with an 
assortment of puzzles, activities, 
and arcade-style minigames. Only 


your courage 
help Marlin 
this classic 




Mouse 

Moving the mouse around will move the cursor. Moving the mouse also controls 
character movement during some of the minigames. (For example: riding the 
current with Marlin and Dory or selecting a point to move to when the 
anglerfish is chasing Marlin.) 



Mouse button 

When pressed, the mouse button selects an item or initiates an action.When the 
cursor is over something that is ‘clickable’ it will change to its active state 
(yellow). If the player presses the mouse button while the cursor is active, it will 
initiate dialogue, play a fun animation, or pick up items.The player can use the 
mouse button to talk with other fish (put the cursor on a fish and then click the 
mouse button).The player can also use the mouse button to make funny things 
happen in the environment. For example, if the player puts his cursor over a 
strange area in the sand where bubbles seem to be emerging and presses the 
button, the sand will form into a surprise shape. 

Hint: Use this control to find secret 


Pressing the button when 
large yellow arrow 
from one area to 







Sign-in Screen 

Once the game has loaded, you will see the 
Sign-in Screen. Each of the characters on this 
screen represents a different game to save. 

To start, just click on your favorite character 
and then click on the arrow.Your game will be 
saved with the character you clicked on. Later, 
you can start a new game by clicking on a new 
character, or delete a saved game by clicking on 
the trash can. 




To exit this menu and return to the desktop, select the red QUIT button in the 
lower left hand corner. If the player clicks on this button, a box will appear with 
Marlin and Dory in it. Dory is nodding YES. By selecting Dory, the player will quit 
the game. Marlin is shaking his head NO. By selecting Marlin, the box will 
disappear, and the player will return to the Sign-in Screen. 

Replay Menu 

Once you have completed a minigame or puzzle, it will become available for you 

the games over and over 









(What Do The Buttons Do?) 


Quit 

By selecting the red button on the lower left corner of the Game Screen, the 
game currently in progress will pause. A box will appear with Dory and Marlin. 
Select Dory (the blue fish nodding her head “yes” on the left) to return to the 
Sign-in Screen. Choose Marlin, the clownfish on the right, to un-pause the game 
and return to the adventure! 

Switch Storylines 

You can switch between Marlin’s and Nemo’s storylines at any time. By selecting 
the yellow button on the lower right corner of the Game Screen, you can switch 
between Marlin (with Dory) and Nemo.When Marlin and Nemo are reunited, 
you will not need this button and it will disappear from the Game Screen. 


Quit Inventory Switch Storylines Replay Menu 









Inventory 

To select an item, highlight it with the cursor and click the mouse button. 

If that item can be used later, Nemo or Marlin will pick it up and it will appear in 
your inventory.To use an item in your inventory, click on the item, then move 
your mouse to the character or object you want to use it on and click again. 

Replay Menu - Movies and Games 

You can watch any movie that you’ve already seen. Select this button to 
Replay Menu. 







MINIGAMES AND PUZZLES 



There are two separate stories told in Disney/Pixar Finding Nemo. Both come 
together into a single ending at the end of the game.This section describes the 
minigames and puzzles each character will encounter in their adventures. 



Marlin's Storyline 

Marlin’s son Nemo has been captured by a scuba diver. 

As Marlin frantically chases after the boat that took 
Nemo, he bumps into a blue fish named Dory who 
helps him find his son.The ocean is a place filled 
with all kinds of dangers, like Bruce the shark 
who gives Marlin and Dory an invitation they 
can’t refuse - to go with him to a Fish-A-Holics 
meeting in a sunken submarine. In the submarine, 
Marlin sees the diver’s mask that he had seen fall 
from the boat. There’s only one problem - a shark is in the way and he 
can’t get to it! Anchor the shark will move, however, 
when he’s reunited with his fish friend, Blenny. 

Find Anchor’s buddy on the shelf. Blenny is a small 
green fish with big eyes.There are other things 
that look like Blenny - can you tell which one is 
Blenny? Use the mouse to click on different 
objects and see if you can find Blenny! 









Escape the Submarine 

Bruce is in a feeding frenzy and is chasing Marlin 
and Dory! You need to help them figure out the 
right direction to go to escape. Be careful! 
Choosing the wrong direction always brings 
them back to the first room. 


Hopping Across the Jellyfish 

A large forest of jellyfish is standing between 
Marlin and his son. It’s a game of follow the 
leader. See if you can help Marlin and 
the safe path across the jellyfish forest! 
mouse to click on jellyfish bells to follow the 
correct path. 


Avoiding the 
Anglerfish 

The mask has fallen into a dark abyss! Bring the 
anglerfish over to Dory so she can read by its 
light, but be careful not to let the 
too close, or it will drive Marlin and 







Ride the Current to Sydney 

Marlin and Dory are riding the East Australian 
Current, making their way to Sydney Harbor. 

Maneuver Marlin and Dory to collect all the 
markers showing the way to Sydney, but be careful 
not to bump into the other commuters! And don’t 
get too close to the edge or you will get pulled 
out of the current! 

Nemo's Storyline 

Nemo finds himself in a strange new place - an aquarium in 
a dentist’s office! He meets the leader of the Tank Gang, Gill, 
who sets him on an adventure to befriend all the fish in 
the tank. 

After Nemo meets and helps all of the fish in the tank and earns their trust (and 
their friendship totems), he is initiated into the tribe. As a Tank Gang member, he 
finds out about the secret escape plan. Nemo must become a quick and agile 
swimmer so he can get into and out of the filter without harm.Then, he must 
collect five pebbles that he will use to jam the filter. Once that’s done, it’s only a 
matter of time before the tank gets dirty and the dentist must take all the fish 
out, giving them their opportunity to escape! 






I 


Fix the Diver 

Jacques has a tool on his key chain that he was using 
to fix the diver, but now it’s stuck. Nemo needs to 
arrange all the gears of the same color across in 
horizontal rows. Once all the gears are lined up, the 
diver will begin to move again and Jacques’ key chain 
will come free! 
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Catch the Bubbles 

Catch the bubbles by clicking the net 
each bubble.The more you catch, the 
score will be.The most important 
last bubble on the level.That’s the 
Bubble - the one that Bubbles wants 
any other. But, if you let even one 
the top, it’s all over and 


Tiki Course 

Nemo need:.* to become a quick and agile swimmer 
so he can get into the filter and carry out Gill’s plan 
to free all his friends from the tank! Nemo is set on 
a challenge to swim through a course of Tiki heads in 
the correct pat.tern.This takes some thinking, as well 
as swimming skill, because one or more of the Tikis 
in the sequence that Gill shows him are missing. 

















Help Nemo figure out the pattern, filling in which Tiki goes into the missing slot. 
Then, click on the Tikis in the correct order and Nemo will swim through the 
course, becoming a better and better swimmer as he goes along. 

Filter 

Gill’s plan to free all the fish from the tank entails 
Nemo jamming the filter with pebbles. Once the 
filter stops, the tank will get dirty and their plan will 
go into action! 

Nemo has five different shaped pebbles. As the fan 
spins, he can see where each pebble should go. 

Just click on the pebble when its shape appears 
and Nemo will slap it in.Time it just right or the pebble will miss its slot. 

Marlin and Nemo Are Reunited (but not safe yet) 

Crab Sequencing 

Nemo has escaped the tank and has gone down 
the sewer pipe, but now he can’t get out! There 
are three cranky crabs sitting on the pipe, just 
waiting for something delicious to come out. 

Periodically, water and debris will come out of the 
holes in the pipe, making a musical sequence. Click 
on the holes to repeat the sequence and water will shoot out an additional hole, 
sending one of the crabs away. Complete all three sequences and the pipe will be 
crab-free and Nemo will be on his way to find Marlin. 







Turn Fish 

Marlin and Nemo picked a bad place to finally find each other, especially for 
Dory! They’re in the fishing grounds and before 
Marlin and Nemo can even greet each other, Dory 
is scooped up into a fishing net, along with a 
whole lot of groupers. 

Nemo has a plan. He knows what to do, and 
Marlin has learned to trust his son.They set off to 
get all the fish to swim down into the net. Click 
on the colored fish as each one emerges and they 
will swim down into the net. If you can get 

enough of the fish to swim down, then the others will soon follow 
whole net down, freeing everyone! 


Fish of a color swim together! If you can get all of the same colored fish 
swimming down, then that group will continue to swim down. If you 
to get all of the same colored fish to swim down, then 
confused and will swim back into the crowd. 








Nemo - Nemo was on a field 
trip to the drop off when he got 
captir ed by a diver and put into a fish 
tank. Now he’s only got a short 
amount of time to escape, or he’ll be a birthday 
present for a little girl named Darla. 


Gill - Gill is the 
the tank known as 
He sets Nemo 
to accomplish 
worth and 


Marlin - Marlin is Nemo’s Father. He’s just a tiny clownfish, 
but he’ll take on the whole ocean to find his son. 


Dory - rn h mps into a 
blue fish named Dory 
(literally). She’s a little 
forgetful, but that doesn’t stop her from 
booming good friend vlth Marlin and 
helping him on his quest to save “Harpo.” 








Gurgle - Gurgle is an aquarium fish that’s terrified 
of germs, especially ocean ones! 


- h Peach - Peach is the 

motherly starfish that hangs 
on the side of the aquarium, 
looking out. 


Bubbles - Bubbles is a yellow tang that loves bubbles! 


Bloat - Bloat is a friendly 
puffer fish in the aquarium. 


Deb - Deb spends all her time talking 
to her “sister” Flo, who is actually her 
reflection in the glass. 








Anchor - Bruce’s hammerhead shark buddy. 
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CHARACTERS 


Bruce - A great white shark, Bruce has 
sworn off eating fish. He’s a little edgy 
when he meets Marlin & Dory. 


Chum - One of Bruce’s friends. 









Jacques - A cleaner shrimp, Jacques is responsible for keeping the 
aquarium in tip-top shape. 

Blenny - Anchor’s small fish friend who wanders off quite a bit! 

Anglerfish - The anglerfish is a deep sea fish that has a glowing lure on its 
head. He’s hungry all by himself at the bottom of the ocean, so Marlin and Dory 
appear to be “food” unless they can move fast. Marlin can help Dory read the 
diver’s mask by keeping the anglerfish’s light close 
to her. 

Moonfish - A school of 
fish that uses shapes to 
cheer up sad fish. 

Crush - A sea turtle who 
knows the ocean very well 

Squirt - Crush’s young son. 

Darla - The dentist’s niece. Unless 
Nemo can escape the tank, he’ll end up as 
Darla’s birthday present! 

Crabs - These crabs live in a tough neighborhood. It would be safer without 
them there. 

Groupers - Dory gets scooped up with a whole bunch of these fish, and 
Nemo and Marlin must help free all of them. 







These items appear during the game at the bottom of the screen. Be sure to pick 
them up whenever you see an item. 



• Address - The address 
from the mask is a clue 
as to where Marlin and 
Dory can find Nemo. 



Buddy - Blenny is 
Anchor’s little buddy. 



* Pearl - Deb’s pearl, which 
she thinks is missing! 

• Golden Bubble - Bubbles 
loves bubbles, especially the 
Golden Bubble. 



Totems - Nemo collects 
friendship totems from 
the Tank Gang members 
when he gets to know 
them. 

Friendship Badge - 

The Friendship Badge 
holds totems collected 
from the Tank Gang. 

Frond - This pretty leaf is 
important to someone. 
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• Keys - Keys can be used to 
open things that are locked. 


• Pebble Bag - Pebbles can 
be used to jam things. 


1 Message - Carry a message 
for someone in the tank. 


Calendar Date - Nemo 
finds out how many days 
until Darla will be arriving. 
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Director of Development 

Services 

Jack Brummet 

Director of Operations and 
Finance 

Mike Dean 

Director of Marketing 
Curtis Asplund 

Executive Studio Director - 
KnowWonder 

Lindsay Gupton 







Executive Studio Director - 
Adrenium Games 
Stephen Clarke-Willson, PhD. 

Executive Studio Director - 
Griptonite Games 

Steve Ettinger 

Studio Director - 
The Fizz Factor 
Rodney Gibbs 

Executive Studio Director - 
Black Ship Games 

Scott K.Tsumura 

Special Thanks 

Brian Elston 
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Patrick Murphy 
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James Walley 

InLight Entertainment 

David Sandor 
Devin Young 

Amaze Entertainment 
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Kevin Burdick 
Susan DeMerit 
Christian Kimball 
Stephanie Hjertager 
Mia Robinson 
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THQ Inc. 

Executive Vice President - 
Worldwide Studios 

Jack Sorensen 

Vice President - Product 

Development 

Philip Holt 

Producer 

Karlo Kilayko 

Executive Producer 
Duncan Kershaw 

Production Support 
Stephen Jarret 
Emerson Escobar 
Quality Assurance Lead Tester 
Mark Wagman 


Senior Vice President - 
Worldwide Marketing 
Peter Dille 

Group Marketing Manager 

Alison Quirion 

Senior Product Manager 

Trent Hershenson 

Associate Product Manager 
David Kim 

Director of Creative Services 
Howard Liebeskind 

Senior Manager - Creative 

Services 

Kathy Helgason 

Creative Services Manager 
Kirk Somdal 


Quality Assurance Testers 
Justin Anderson 
Daniel Bang 
Shay Morgan Brook 
Brian Cairns 
Christopher P. Lee 
Jesse Miller 
Greg Schwartz 
Warren Wong 

Quality Assurance Technician 
Mario Waibel 

Quality Assurance Database 
Administrator 

Jason Roberts 

Quality Assurance Manager 

Monica Vallejo 

Director of Quality Assurance 

Jeremy S. Barnes 


Director of Media Relations 
Liz Pieri 

Senior Media Relations Manager 
Jennifer Campana 

Media Relations Manager 
Kathy Mendoza 

Web Designers 
Gordon Madison 
Ricardo Fischer 

Web Programmer 

Jack Suzuki 

Instruction Manual 

Alan Barasch 

Director of Business 
Development 
Dan Kelly 

Packaging and Manual Design 
Price Design Team 







» 


THQ INTERNATIONAL 

Head of Brand Management 

Michael Pattison 

Brand Manager 

Jennifer Wyatt 

Associate Brand Manager 
Darren Williams 

Director of Localization 

Susanne Dieck 

Localization 

Bernd Kuertz 

Special Thanks: 

Leslie Brown 
Julian Brummitt 
Brandy A. Carrillo 
Brian Farrell 
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Dave Hoffman 
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Colleen Kershaw 
Alison Locke 
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Terri Schiek 
Lisa White 
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DISNEY INTERACTIVE 


Director 

Andrew Stanton 


Senior Producer 

Lorri Broda 


Co Director 

Lee Unkrich 

Producer 

Graham Walters 

Production Designer 
Ralph Eggleston 


Lead Artist 

Yukako Inoue 

Director of Marketing 
Bob Picunko 

Marketing Manager 
Nichol Bradford 


Director of Photography Synergy & Promotions Manager 

Sharon Calahan Deborah Lawson 


Art Director 

Ricky Vega Nierva 

Director of Marketing 

Mary Conlin 

Creative Resources Manager 

Michele Spane 

Creative Resources Coordinators 

Anne Barson 
Shannon Brown 

Creative Resources Project Manager 
Leeann Alameda 

Creative Resources Artist 
Ben Butcher 

Lead Technical Director 

Clay Welch 

Script/Story Manager 

Blake Tucker 

Art Department Coordinator 
Bert Berry 
Special Thanks: 
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Keith Kolder 
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Sanae Barber 
John Bias 
Ryan Fons 
Michelle Goldman 
Tom Kier 
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Jack Pan 
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Claudia Ross 
Fred Tio 
Dave Wong 

Disney Character Voices 

Randy Coppinger 

Ben Hoppe 

Renee Johnson 

Ned Lott 

Bryan Monroe 
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Featuring the Voice Talents of: 

Eric Bana 

Nicholas Bird 

Willem DaFoe 

Brad Garrett 

Alexander Gould 

Jennifer Hale 

jess Harnell 

Allison Janney 

Vicki Lewis 

Rove McManus 

Austin Pendleton 

Bob Peterson 

Joe Ranft 

John Ratzenberger 

Stephen Root 

Bruce Spence 

Andrew Stanton 

Recording Services provided by 
Skylark Sound Studios 

FINDING NEMO IS A WALT DISNEY 
PICTURES PRESENTATION OF 
A PIXAR ANIMATION STUDIOS 
FILM. © 2003 Disney/Pixar. 





iv'trU £d(iu& 


AfgftO 




Available 

wheisvei- 

Hi eHS suid 


© 2003 Disney Enterprises Inc./Pixar Animation Studios. \!l!\!l!\!l! utcLLulU.lilLlU. I 







WARRANTY AND SERVICE INFORMATION 


In the unlikely event of a problem with your product (“Product”), you may only need simple instructions to correct 
the problem. Please contact theTHQ Inc. (“THQ”) Customer Service Department at (818) 880-0456 or on the 
web at http://www.thq.com before returning the Product to a retailer. Live Customer Service Representatives are 
available to help you Monday through Friday 9am to 5pm PST or you can use our automated systems by phone or 
on the web 24 hours a day, 7 days a week. Please do not send any Product to THQ without contacting us first. 

Your 5 digit Product Code is 49121. Please use this code to identify your Product when contacting us. 

Limited Warranty 

THQ warrants to the best of THQ’s ability to the original consumer purchaser of the Product that the medium on 
which the Product is recorded shall be free from defects in materials and workmanship for a period of ninety (90) 
days from the original date of purchase.The Product is sold “as is,” without express or implied warranty of any 
kind, and THQ is not responsible for any losses or damages of any kind resulting from use of this Product. If a 
defect occurs during this ninety (90) day warranty period,THQ will either repair or replace, at THQ’s option, the 
Product free of charge. In the event that the Product is no longer available,THQ may, in its sole discretion, replace 
the Product with a Product of comparable value.The original purchaser is entitled to this warranty only if the date 
of purchase is registered at point of sale or the consumer can demonstrate, to THQ’s satisfaction, that the product 
was purchased within the last ninety (90) days. 

To receive warranty service: 

Notify theTHQ Customer Service Department of the problem requiring warranty service by calling (818) 880- 
0456 or on the web at http://www.thq.com. If theTHQ service technician is unable to solve the problem by phone 
or on the web via e-mail, he will authorize you to return the Product, at your risk of damage, freight and insurance 
prepaid by you, together with your dated sales slip or similar proof-of-purchase within the ninety (90) day warranty 
period to: 

THQ Inc. 

Customer Service Department 
27001 Agoura Road, Suite 270 
Calabasas Hills, CA 91301 

THQ is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized 
returns back to customers. 

This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen through abuse, 
unreasonable use, mistreatment or neglect; (b) the Product is used with products not sold or licensed byTHC? 



WARRANTY 



(including but not limited to, non-licensed game enhancement and copier devices, adapters and power supplies); (c) 
the Product is used for commercial purposes (including rental); (d) the Product is modified or tampered with; (e) 
the Product’s serial number has been altered, defaced or removed. 

Repairs after Expiration of Warranty 

After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for 
US$ 15.00.The original purchaser is entitled to the replacement of defective Product for a fee, only if proof of 
purchase is provided toTHQ. Make checks payable toTHQ Inc. and return the product along with the original 
proof of purchase to the address listed above. 

Warranty Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER 
WARRANTIES OR REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
THQ. ANY APPLICABLE IMPLIED WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FORA PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY (90) 

DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN 
NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM 
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how 
long an implied warranty lasts or exclusion of consequential or incidental damages, so the above limitations and 
exclusions may not apply to you.This warranty gives you specific legal rights, and you may also have other rights, 
which may vary, from state to state. 

Warning 

Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and 
international copyright laws. Back-up or archival copies of this Product or any of its contents or elements are not " 

authorized and are not necessary to protect your Product. United States and international copyright laws also 
protect this manual and other printed matter accompanying this Product.Violators will be prosecuted. 
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THQ INC,, 27001 Agoura Rd., Suite 270, Calabasas Hills, CA 91301 WWW.findmgnemogame.com ^ 

Oisney'Pixar Finding Nemo ©JDisney/Pixar Licensed by THQ Inc. Certain technology © 2001 -2003 Amaze Entertainment, Joe. Amaze Entertainment and the Amaze 
Entertainment/Fizz Factor logo are trademarks or registered trademarks of Amaze Entertainment in the United States and/or other countries. Uses Bink Video Technology, 
Copyright © 1997-2003 by BAD Game Tools, Inc, THQ and the THQ logo are registered trademarks of THQ Jnc. All rights reserved. AH other trademarks, logos and copyrights 
are property of their respective owners. FINDING NEMO IS A WALT DISNEY PICTURES PRESENTATION OF A PIXAB ANIMATION STUDIOS FILM. 
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THQ INC., 27001 Agoura Rd„ Suite 270, Calabasas Hills, CA 91301 

Disney/Pixar Finding Nemo. © Disney/Pixar. Licensed by THQ Inc. Certain technology © 2001-2003 Amaze Entertainment, Inc. Amaze 
Entertainment and the Amaze Entertainment/Fizz Factor logo are trademarks or registered trademarks of Amaze Entertainment in the 
United States and/or other countries. THQ and the THQ logo are registered trademarks of THQ Inc. All rights reserved. All other 
trademarks, logos and copyrights are property of their respective owners. FINDING NEMO IS A WALT DISNEY PICTURES 
PRESENTATION OF A PIXAR ANIMATION STUDIOS FILM. 


Microsoft® Windows® 98/ME/XP/2000 • Intel® Pentium® II 
processor running at 266 MHz (Pill 400 MHz recommended) • 
64 MB RAM (128 MB RAM for Windows® XP/2000 users) • 160 
MB free hard drive space • 8X CD-ROM drive • Video card 
with at least 8 MB RAM • Microsoft® DirectX® 8.1 • DirectX® 
compatible display capable of 800x600 resolution in 16-bit 
color • 16-bit Sound Blaster Compatible sound card • 
Microsoft® compatible mouse 


Mac OS X version 10.2 or later • G3 or G4 266 
MHz or faster iMac, iBook, PowerBook, 
Power Macintosh • 128 MB RAM • 160 MB 
free hard drive space • 8X CD-ROM drive • 
8MB VRAM • Thousands or millions of 
colors video display • QuickTime 
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www.esrb.org or call 

)-771-3772 for rating information 
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